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Hepidnyn

2T pépeC HOG TO Toudld aKOAOLOMVTIOG TO TPOTLTO. TOL OMTIKOTOUUEVOL
TOMTIGHOD £YOVV EVOOUOTMGEL TIC VEES TEXVOAOYiEG otV KabnuepwvoTTa Tovg. H
EKTTALOEVTIKY]  OlOIKOGIO.  TPOKEWEVOL  va.  avtamokpldel oTIc  Kovovpyleg
dtapopeovpeveg avdykes, aglomolel texvikés, onwe to Gamification, dNUIOVPYOVTOC
éva GLYYPOVO, JAOPACTIKO, PLOUATIKO KOl EAKVGTIKO TpOmo ndbnong. H epappoyn
OUTAG TNG EKTOUOEVTIKNG TEXVIKNG oKoAovOel TO HaONTOKEVIPIKO HOVTEAO
dwaokaAiog, to omoio petacynuotilel to padnoloxkd mepPailov yopic dpme va
vrokafioTd TV 1010 T pabnon ( Lee & Hammer, 2011). H cuykekpuévn epyacio Oa,
gotidoel oty évtaén otoyeiov tov Gamification oty Agvtepofdduo Edikn
Exnaidevon. Avodvtikd, 6o mopovotlactel 1 a&lomoinon yvootdv emtponélimv
TOLYVIOLDV TPOGOPUOCUEVOV OTIG £E0TOUIKEVIEVEG LOONGCLOKEG OVAYKES TOOLDOV
Ewwng Ayoynce. To exmoidevtikd moyvidia €Qovv €@oapuooTel €ite oe aTopKd
eminedo, gite ota mAaicla opddac. Evappovilopevol pe tic cuyypoves TAGES otV
ekmaidevon, O6mov M eloay®Yn ToL TOVIOWY ©¢ Poctkd epyareio Sdackoiiog
KaO1oTd TN HAONGON OMOTEAEGUOTIKOTEPY], TPOTOMOMWGAUE NMON YVOPUYLES OOUES
eMTPATECIOV TOLYVIOI®MV TPOKEIUEVOL VO EMTEVYOOVV GUYKEKPIUEVOL EKTTOOEVTIKOL
otoyot. EmumAéov, Ba mpotaBohv mepartépm TPOTOTOMGELS TALYVIOUDV UE GTOXO TNV
eEatopikevon, aAAd Kot T dopopomoinon g 01dackaAiog. Komog TG TaPoVGOS
gpyaoiag elvar 1060 vo ONADGCEL TOG N padnon €xet 1 dvvatdTTa va yivel pa
EVYAPIOTY O10OTKAGI Y10 TO GOVOAO TV LaBnNTdV, 0G0 Kot va avadei&et Ty onpacio
™G TPOKTIKNG EPaproyns Tov Gamification otnv Ewdwm Ayoyn.

Aggarc-Khetdrd: c0wm oaywyn; eKmodeuTikd moyviol, emirpamélio mouyviow,
devtepoPabdua ekmaidevon; gamification.

Abstract

Nowadays, children have incorporated new technologies into their everyday lives
following the standards of a visualized culture. To meet these new emerging needs,
education utilizes techniques, such as Gamification, to create a modern, interactive,
experiential and attractive ways of learning. These educational strategies are based on
the learner-centered model of teaching, which transforms the teaching environment
without substituting learning (Lee & Hammer, 2011). This paper focuses on ways to
integrate elements of Gamification into Secondary Special Education. Specifically, it
presents the modification of well-known board games to address the individualized
learning needs of children with special needs. These educational games have been
implemented either individually or in small groups. Following the recent educational
trends, where play is used as an effective teaching tool, we modified the structures of
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familiar board games to achieve specific educational goals. In addition, further game
modifications will be proposed as ways to personalize and differentiate teaching. The
purpose of this paper is to show how learning has the potential to become a pleasant
experience for all students, as well as to highlight the importance and practical
applications of Gamification in Special Education.

Keywords: special education; educational games; board games; secondary school,
gamification.

1. Ewoayoy

To ekmondevTiKd oy vidlo 0A0EVa Kol EVTAGCOVTOL 6TO, OOUKTIKA GEVAPLA TV
exkmadevTik®v. H duvatdmra e£EMENG TOVE, N OMOTEAEGLATIKOTNTA TOVG OAAGL Kot 1)
VYNAN Tapokivnon Tov padntov, mdnce otnv aglomoinomn Tov Pacik®v TOVG apymV
oe véo medlo epappoyns, Ommg M avdmtudn g OWOKTIKNG TEXVIKNG TNG
naryvidoroinong (Gamification). H pebodoroyio tov Gamification ypnoyonomdnke
APYIKMG G TOUEIG OIKOVOLUKNG OpacTNPLOTNTOS, KAOMG Kol 6€ HEYAAEG TOAVEBVIKES
etapeieg. QoTOGO, N PAPULOYN TG O€ EKTAOEVTIKA TePPdAlovTa PpiokeTar oo
o€ TPOIUO GTAd0, €0TIALOVTOG KLpiwg 6TV TPooyoAkn nikio. O avotépm Opog
napovstdotnke 10 2002 and tov Bpetavd Nik [lelvyk, o omolog mpoépyetor and 10
Yodpo TtV ynewkov péowv (Witte, Westbrook & Witte, 2017). Qc 6pog
xpnowonomdnke gvpémg amd 1o 2010 wor votepa pe €6Tioom 610 GTOEID TNG
eMPPAPELONG TOV MAEKTPOVIKOV TOYVIOIDV. ATd 1oTe M Touyvidomoinon g
uebodoroyia €xer evoopotmbel oe moikiha mepiPdiiovto (Kamasheve, Valeev,
Yagudin, & Makismova, 2015).

A&wonueioto eivor 6t ot oebvn PiProypaeio vapyxer TANOBm®po oplopumV
avaloyo pe to medio epopproync kot ta o@éAn tov Gamification. Kdmolot eidikoi
avagépovy 0Tt mouyvidomoinon eivar n vVBETMON TOL TPOTOL CKEYNG KOl TOV
UNYXOVICU®V, HE OKOTO TNV EUTAOKN T®V YPNOTOV OTNV EMIAVCOT TPoPANUATOV
(Zichermann & Cunningham, 2011). AAlot v opilovv ®C «TNV EVOOUATOOT
LUNYOVICUL®V oy vidlov o meptPdilovta un motyvidiovy (Deterding, Dixon, Khaled &
Nacke, 2011, p. 10). Evtovtoig, yw va opiotel pe axpifeto n évvola tov Gamification
elval omapaitnTo va Kotaypoa@ovv kot vo avaivBodv ot Evvoleg vitd Tic omoieg dopeitan
avth 1 pebodoroyia. Xe cuppovio pe tovg Deterding et al. (2011) ot kOpieg évvoteg
oL OmOTEAOVV TN PAcn TG oy vidomoinong ivot ot &ng :

a) T0 mOYvidL (game) pe capn avoeopd ce oprobetnuéveg mePLoyEs, OTOV
avapEveTol Ol LOVO 1 KOADTEPELGOT TOV KOVOVOV KOl TNG CTPUTNYIKNG AAAG Kot M
epunveia Tovg. H coaprveln tov kavOvov Kol 0 avtay®OVIGUOS TMV TOKTOV Yol TV
TPOYLOTOTOINGT SOKPITOV GTOY®V KOl OMOTEAECUATOV amoTeAel ) Pdon vy tov
optopod tov maryvidoy (Kampmann, 2003).

B) ta eToyeia (elements) tov maryvidiov mwov evowpatdvovtal oto Gamification.
Onwg kabopiotkav and tovg Reeves & Reed (2009) avtd amotelodv v ypnon
TPOGOTOTOMUEVOV NPDO®V, TO APNYNUATIKO TAic10, TV Babuoloyia oe enimeda, T1g
avtopoBég, Tig capeig odnyieg, v TPoOodo kol dpa TV e£EMEN, TIG TPOKANGELS TTOL
tiBevtan, T dwyeipion xpOvov AL KoL TO TV TOYPOVO GUGTILOTO ETIKOIVOVING, TOV
UTOPOLYV €DKOAM VO pLOLGTOVV.

Y) 0 oyedraopog (design) TtV TOLVIGOTOMUEVOV EQPOPLOYDV KOl TOLYVIOUDV
dwdpapatifel omovdaio polo ot SLUUOPPMOGCT TNG EUTEPING TOV EKTOOELOUEVOL,
POV GLVTEAEL CNUAVTIKO GTNV OTOTEAEGLATIKOTNTO EMITELENG TOV TIOEUEVOV GTOYWV
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(Dominguez, A., Saenz-de-Navarrete, J., de-Marcos, L., Fernandez-Sanz, L., Pagés, C.,
& Martinez-Herraiz, J. J., 2013).

d) un amorvTa oyeTICOnEVOS pe moryvimon aepipariovroe (Nnon-game contexts).
H ypnon tov ctoyciov tov moyvidiov epapudletal pe SopopeTiKovg OKOTOVG amd
avTohC TOL OmAOD ToVIoL. Xe cvppovia pe tovg Deterding et al. (2011) n
vAomoinon Ttov Gamification dev Oa mpénel va meplopiletal oe GLYKEKPIUEVO TAAIGLOL
OAAG VO EVTACOETOL GE TOALATAL TEPIPAAAOVTIQ LLE CAPDG TPOGOIOPIGUEVOLS GTOYOVG
KOl OVOUEVOLEVO OTOTEAEGLOTOL.

€) n avarpopodotnen (feedback). To maryvidr Oa wpémer va emPpoPevel pia
oWOTH OmOPaoN Kot va amoppintet po AavBacpévn. M’ avtd tov tpdmo, ot Taiktes Oa
UTOpOvV VO SLOKPIVOLV TIG EMITUYNUEVES OO TIC OTOTLYNMUEVEG EVEPYEIEC KO VO,
O1KOOOLOVV TN VEX YVAGCT HECH ATt TV OAOKANPMOOT) TV EMMESWMV TNG SOKILAGTOG KOt
mv enitevén tov otoywv (Zichermann & Cunningham, 2011).

Ewdwotepa n epapuoyn tov Gamification otnv ekmoidevtikn dtadikooio el ®¢
o0TOX0 v PEATIOGEL TV HOONGLOKY| EUTEPIO TOV GUUUETEXOVI®V, VO, EVIGYVGEL TO
Babud g pabnolokng Toug EUTAOKNG, KaOMG Kol Vo EVOLVOUMGEL TNV aichnon Tov
OKOTOU KOl NG ovvepyaciog otg odpopes dwdikaciec. Me avtd tov TpoMO,
LETATPETOVTAL Ol LOONGLOKES dPAGTNPLOTNTES TTOL OeV GyeTIloVTaL e TO Tty vidt Kot
M JoKESUOT GE TOLYVIOOKEVIPIKA €VYAPLoTES, KAODS aglomoteitatl 1 YuXOAOYIKY|
Tpodlideon TOV aTOU®Y Yo TOLVIOl. ZOVET®MG, 1 YPNOYN TNG TPOAVAPEPOLEVNS
peBodoroyiog otoyevel otV €vooyevT] mapakivnon HEcw TV epyaleinv eEwyevong
TAPOKIVONG, OO TO EIKOVIKA PETAAAL, TO. dMPO, TO avatars Kol T ETLTEVYIOTO,
(Richter, Rabamand Rafaeli, 2015). Qotdéco Oa mpémer vo vroypoppotel 6Tl 10
Gamification dev amotehel mayvidl, dev GTOXEVEL GTN OOCKESOOT GALG TOPAUEVEL
TPOCNA®UEVO GTOVG pafnolakods otdyovg mov &xovv 1ebel amd tov ekdoToTE
EKTALOEVTIKO.

2. Ta o@éln Tov Gamification otnv Exnaidcvon

[Mapd to yeyovog 6t n gpappoyn tov Gamification otov ekmaidevtikd ympo givar
TPOUN Kol HOAMOTA OVOUEVOVTOL EPEVLVEG IOV Bl TEKUNPLOGOVY TaL OQEAN NG £lvar
onovdaio va avapepBovv to TpoTo amoTeAEGHATO TG VAOToinong . BéPata, o
GLYYPOVOS EKTTALOEVTIKOG KOAEITAL VAL ovTomokpliel AUEGH OTIG VEEG TPOKANGELS TNG
EMOYNG, OTOYELOVTAG VA OLOTNPNOEL OUEIMTO TO EVOPEPOV TOV HAONTAOV Yio TN
pobnotokn dwadikacio ( Lee & Hammer, 2011). H ddaxtikn teyvikn tov Gamification
AVOOEIKVOETAL GTTOVOOIO EPYAAEID YO0 TOV EKTOOEVTIKO, KOODG 0 doymPIouog TV
OWOKTIKOV GTOY®V GE KPATEPOVG EMTPETOVY GTOV HOONT TNV CLYKEVIPMOOT TNG
TPOGOYNS TOV OAAG KOl TNV KOADTEPT] GUVEPYUGIO TOV EKTOOEVTIKOD LE TO GUVOAO
tov podntov tov. Emnpdcheta, péocm tov otoyyeimv avtg evioyvetal n evepyn
CLUUETOYN TOV podnTodv, kabng evBappdvovtal vrocvveionta va paboivoov afiocta
(Kozoryravvakng & Kopaywavviong, 2015). Axodpa, ototyeio 0nmg ta katopddpara,
To OlOKPITIKG, Ol Tivakes katdtang Kot ot moviol odnyodv oe  emitvyia
ATOUOKPOVOVTOS TO Ayy0G EMIOOCNG KOl TOPEYOVTIOS 1oYVPA KivnTpa pabnong.
[MapdAinia, p€o® TOL GLGTAUATOS AROPNG KOL TG OVOTPOPOdATNOTG EEAAEIPETOL O
@OP0g TG amotuyiag Kot 1 aneldn Tov kupocemv (Hamari, Koivisto & Sarsa, 2014).
Méow ¢ ypnong e moryvidomoinong onuovpyovvior cOyypova TePPAArovta
péonong, to omoio TAPUKIVOUV TOLG UAONTEG VO GLUUETAGYOLY peTaoynpatilovtag
TNV EKTOOEVTIKY  OlodKocio. amd  oTelpo  PETAOOON TANPOPOPUDY GE MO
JloKESUOTIKN Kot SLodpaCTIKY| EUmEpiat LAbnong.
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2UVoMKA, M Touyvidomoinon g pebodoroyior dnpovpyndnke pe tétoo tpdTO
MoTE Vo, glvol EDKOAO EQAPUOCIUT Kot SloyEPIoIUN 0md TOV EKTOOEVLTIKO, O 0m0i0g
KaAgitar va dtevpivel Tig 0e€10TNTES TOV HoONTOV TEPA Omd TIC TUMIKEG KAILOKES
a&lohdynong Kot tavtdypove va emiPpafedcel ovTtodS Yol To KOTopOMdUATO TOL
ocvvNB®G dev avayvmpiloviotl 1] GLYVA LTOTILOVVTIOL ZOUPMOVO HE TNV £PELVO TMOV
Gooch, Vasalou, Benton & Khaled (2016) oyetikd pe tn xpnon g oveoTtépm TeXVIKNG
o€ nodntég pe dvoieéia ta amoTEAECUATO NTAYV CUOVTIKA KOOMG avESEISaY TOIKIAES
de€16t e, OTWG 1 GLYKPATNOT TNG TPOGOYNG, 1] EVIGYLOT TG ALTOTETOIONONG Ko 1
peiowon tov dyyovg emidoong. Emiong, m moapamdveo épevva mapovcioce OTL TO
Gamification umopei va vmoompier pabnowakég  dladikaciec, oL 0moieg
amopaKpOVOVTOL oo TNV €otioon oty PabUOA0YIKY EMIO00T|, EVEO GTOYEVOVYV GTNV
EVOOUATOON  TOOAYOYIKOV TPOKTIKOV 7OV 1  OMOTIKN) TOVG TPOGEYYION
OVTOTOKPIVETOL GTIC OOUKTIKEG TPOKANGELS TV padnTdv g E1dikng Aymyng.

3. IMoyvisomowmpévy Téén

H gpappoynq mg mayvidomoinong 6to mAAIG0 H0G OYOAIKNG TAENG evioyDel
OMUOVTIKA TO KIVITPO EUTAOKNG TOV HoONTOV, aKOU Kot Yo LobNTéG te SVGKOAEG
CUUTEPUPOPES N AUNAEG ETKOVOVIOKES 0£510TNTES, KAODS petappdlel To SVGKOAO
EMKOWVOVIOKO TEPIPAAAOV TG TAENG o€ €vo YVOPLUO KOl OIKEID Yo To, ToudLd
nepPairov (Werbach & Hunter, 2012). Zvykekpiuéva, 1 xp1on TPOCOTOTOMUEVOV
npoov (avatars) avii T@vV OVOUATOV TOV HOONTOV, HEUDVEL GNUOVTIKE TO OyYOG
emidoong kor gvioyvel to KivnTpo oe padntéc pe yapnAn avtomemoifnon, Kabag
vrodvovral Evav porho mov drabétel avEnuéveg kavotreg ko de&otreg (Reeves &
Read, 2009). Entiong, n ypnon tov dakprrikov (badges) Oswpeitor onpavtikd ototyeio
™G AVAOTEPM TEYVIKNG KAOMG AmoTEAOVV pia KAILoka GLALOYNG TOVTOV TOoV KepdileTan
Ka0e Popd Tov 0 PABNTNG OAOKANPDOVEL 1o OTOGTOAN OV TOV €Yl avatedel amd Tov
exmodevTikd. Edikdtepa, tar dlokpitikd AETOLPYOVV MG UNYOVIGHOVS Emitevéng
TPOCOTIKAOV GTOYOV 0QOV avadEKVOOLV TNV TPo0odo Kot v emPpdafevon tov
nabnm. Onwg yapaxtnpiotika ovagépovv ot Gnauk, Dannecker & Hahmann (2012)
OLTE OVOTOPIGTOVV TO EMTEVYLLOTO KOL TNV EMTVYI0 TOL Kot GLVApA EvOappHVOLY TN
oLALOYN TOVG amd pEPOLG TV pobntav. EmmAéov, mpocdidovy avtomenoidnon ko
AVTO-AMOTEAEGHOTIKOTNTO. AKOpO, 01 Tivakes kotataéng (leaderboards) mapéyovv
dvvatdtTTo 6TOLG HaONTEG var TapakolovBohv TV mTPO0dd TOVG GE GYECT UE TOVG
VROAOMOVG LAONTES, e GUVETELD VAL £XOVV TN SVVATOTNTA VO 0ELOAOYOVV GUYKPLTIKE,
™V amdO0GN TOVGS, EVA TOPEYOLY KivnTpa BeEATioNnS Kot Evioyvuong TOV GLVAYWVIGHLOD
(Werbach & Hunter, 2012). Exitpdceta, ot podnciakoi 6tdyol LETOUOPOOVOVTAL OE
doKIHaolEG Kol AmOGTOAEG €Tl WoTe 1 podnolokn ddkacio amd emimovn Kot
AYYOTIKN vaL YiveTan evologEpousa Kot eEAkVoTikY|. H ontikomoinon 6Amv tov oyeTik®dv
nAnpogopldv  Ponbder onuoviikd oty gotiocn TG MPOCOYNG KOl TNV
oT0Y0TPOocNA®EN amd pépovg Tv padntav (Zichermann & Cunningham, 2011).

Eni tov mpaktéov, n moayvidomompévn téén mpaypatonombnke oe emieypéva
tuquota tov Eviaiov Ewiwkov Enayyeipoatucod INpvaciov/Avkeiov EAevoivag katd
™V Tépodo NG oxoMkng ypovidg 2018 pe 2019. H gpappoyn avtg Eekivnoe énerta
a6 cvlnTnomn Kot opoeMVia pe Tovg HadNTES, 6TOoVG omoiovg eENYNHOMNKAY 01 KAVOVES
Kol 0 TPOTOG Agitovpyiog e Tééng. Xt ouvvéyewn, emédesav pe mpobupia Tovg
TPOCOTOTOMUEVOVS NPWES, Ol 0Toiol Bl TOVG AVIWTPOSMTELAV G TO TEAOG TOV
akadnpaikov étovc. Emetta, ot emikeyuévol Mpweg ypnoipomomdnkov ce mivoka
KatdtoEng pe mévie emimedo, To omoio mEPAApUPovay ETUEPOVS GTOYOLS TOV
paxporpofespov otdyov mov eiye e€apyng 1ebel Yo to pabnua tov Néov EAAnvikov.
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H xotdxtmon tov empépovg otéxmv TEPAV ToL ONTIKOD GLUPBOAMGHOV eVicYDOVTAV
amd un VAKES apolPéc (émabia) mov eiyav mpoovvvevonbel kot emileyel pe tovg
pantés. o v evioyvon emBounTOV GUUTEPIPOPDOV YPNOUOTOONKAY CHHOTO
emPpapevong (badges), ta omoio képdlav ot pabntéc mov elyav v KOAVTEPT
embount) ovumepwpopd. H ypnon tov onudtov esmPpdfevong Mrav 10101t€pmg
BonOntikn yo v evicyvomn Tov KIVATPOL TOV HaONTOV, OGTE VO KATopOMGoUY va
TPOTOTOOOVV  GUYKEKPIUEVES OKATOAANAEG GCULUTEPLPOPEC 1 OKOUO. KOU VoL
avamTOEOLY EMBVUNTEG GUUTEPLPOPEG. ZuvolKkd, OBo mpémer vo avapepBel OtL 1
EMAOYT TOV KOTAAANA®V onudtov eéumnpetel v eatopikevon tov padnclokov
oTOYWV. AETOVPYEL EVIGYLTIKA YOPIG VO LOTAULOVEL TNV TPOGTADELD 1] VO TIH®PEL TN
AGBog cuumeprpopd.

Svumepacpatikd, 1 epoppoyn tov Gamification otig mapovoeg Eidikég oyolkéc
16&elg mapovciace onuovtiky PeAtioon Tov KMpOtog TG TAENG OTO TOUEN NG
oLVEPYOGIOG KOl OOd0YNS TOV GALOL, TNG EVEPYNTIKNG CUUUETOYNG OTN HoONGLoKn
dwdkacio 0AAd Kol oV gvioyvuom Tng oVTO-£KOVOS KOl QVTOTENOIONONS T™V
LoONTOV e EOIKEG EKTALOEVTIKEG AVAYKEG.

4. A&wmoinon Anpogrriov Hayvidiov

2 ovvéyelo Bo TOPOVCIOGTOVV GUYKEKPIUEVE SNUOPIAT Toryvidlo, To omoia
EPAPULOCTNKOV KOl TPOTOTOMONKaY HE YVOUOVO €EQTOUKEVUEVOUS SOOKTIKOVG
o1oY0vc. Avolvtikdtepa, evidydnkav oto mhaicto epapuoyng tov Gamification ta,
KATmOL ynoloxd epyareio:

Kahoot! (https://kahoot.com). To mapdov yneroko epyolreio ehevbepng tpocfaong
etvat evypnoTo, Le EAKVOTIKO GYedoUO, e 6KOTO TN dnpovpyia kovil yvdoewv g
oA To pobnquota. EmmAéov, pnopet va ypnopomomBet pe e£apetikd omoteAEGHOTO
Yo ETOVOANYN KoL EUTESMOT TANPOPOPLDOY. TOUP®Va e TNV £pgvva tov Licorish,
George, Owen & Daniel (2017) to Kahoot giye onuavtikd anoteAécuato. 6To TANIG10
NG KIVNTOTO{NoMG, EUTAOKNG Kot evioyvong s podnoakng epnepiog. Emnpoceta,
elval amdAvTo TPOGUPUOGIHO OO TOV EKTOOEVTIKO. XTO TAAIGLO TNG GYOMKNG TAENS
pmropet va ypnoponomel epdcsov dtatibetar dradpacTikds Tivakag, acOpurato dikTvo
Kol v €xel gykpldel n xpnom TV KIvnNTdV £vtog TaEng. Enpaviikd givor 0Tl KaOe
poontig owbétel €vov HOVOIIKO KMOKO KOl OVOUO TPOCMOTIKNG TOV EMAOYNG.
Mdahota, vrapyet ypoévog, mivokeg KOTATOENG, OlOKPITIKG, OTOTICTIKG Yol
avaTpPOEOdOTNON Kot TEAOG amewkovileTor ynetokd BdBpo yio Tovg TPES TPMTOVS
vikntéc. Xvvenmg, to Kahoot a&lomotei 6Aa ta otoyeio tov Gamification yio mapoyn
péonong HEcm oy vidlov.

To Wheel decide (https://wheeldecide.com), ue Gida Aoyio 0 TpoyOG TG ETAOYNG
etvat éva ynoeroko epyaieio mov Tpocdidel EAKVGTIKOTNTO GTNV ATAVINGT] EPWTIGEMV
ocvumepthapufavovtog to aicOnuo Tov TvYaioL Kol EVIGYVOVTOS TNV TPOGOYN TV
pantov. To mapdv epyodreio mapéyetol dwpedv pe dnpovpyia Aoyaplaspod omd Tov
EKTOOEVTIKO. MEG® aTOV, 0 EKTAOEVTIKOG EXEL TI) OLVATOTNTO VO dNUOVPYNGEL EVaL
YNOLOKO TPOYO TOL TEPEXEL GVYKEKPIUEVES EMAOYEG 1) ep@TNoElS. O padnmge petd
TNV TVYOL0 ETIAOYT TG EpOTNONG KaAeiton va amavtioel. O cuvdvacuog g kivnong,
TOV YPAOUOTOS KoL TG LOVGIKNG EMEVOVONG CLYKPOTEL TNV TPOGOYN TOL HadNTN Kot
tov wOel 6e evepyn eumAokn| katd ™ padnolokn odikacio. O Tpoydg TG EMAOYNS
&xel ypnowomomBel oe Ovadikd emimedo yioo v €&doknomn Ae&hoyiov TG
Neoelnvikng kat Apyaiog EAAvuc g I'oooag, oAld pmopet va a&lomomBel kot péca
OTN GYOAKN TAEN [e xP1oN SOOKTVOV Kot S1odPacTKoD Tivaka.
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Emnpocbeta, oto mAaiclo g TEYVIKNG TNG oty vVdoToinong tpomomomdnkay
onpoen emtpomélio oy vidla, e oKOmd TV EMITEVEN GUYKEKPIUEVOV SIOOKTIKOV
oTOY®V HECEH YVOPIL®OV TAUGIOV TOLYVIOOD Yol TNV TPOCTEANCT TOV cOVOET®V
KOVOVOV KoL 00N YImV.

Jenga, o moAvypmpog mopyog amotehel Eva evydpioto emttpanéllo moyviot,
K0T TO 07010 01 TOUKTES LE TN GEPE TOVG APAPOVV Eva TOLPAAKL KdBE popd amd Evav
TOPYO OV YTIGTNKE OO TEVIVTA TEGGEPO TOVPAAKIN TPLOV YpwudTtmv. Kdbe TovfAdkt
mov agaipeitor Tomobeteital otV KOPLPN TOL THPYOL, ONUOLPYADVTOG MIdL
TPOOJEVTIKA YNAOTEPT Kol o actadn doun. Eved n kKhaooikn exdoyn tov dev amontel
KAmolo yvooTikn J0e£1dtTa, 1 EKTOOEVTIKY) TPOMOTMOINGCY] TOL EVEXEL KAPTEG
EPMTNOE®Y TPIOV OPOPETIKOV YPOUAT®V, TIC Omoieg KaAgiton o pobntig vo
OTOVTAOEL EMITUYMG YO, VO UTOPECEL VO HETOKIVIIOEL TO OVTIGTOLO TOLPAAKL.
Edwotepa, ta ypodpato Hmopobv vo VTOOMAMVOLY E1TE KOTNYopies EpOTNOE®V gite
enineda duokoriog. To 0PéAN TOV AvOTEP® TTayvidlov eivar Toikida Kabmg oyt Hovo
e€aokel TV Aemt KivnTikdTTO KoL €M0EE0TNTA TOV PLaONTOV 0ALE KOt TOVG TapEYEL
woYLVPO KivTpo avToeAéyyov kot ekpddnong emilvong mpoPfinudtov. Emmiéov, n
dopn| Tov moryvidwy amattel omd Tovg padnTég va oxedidcovy amd TV apyn
OTPOTNYIKN TOVG, KOODG TPEMEL VoL GKEPTOVV Ta TIHOVA OTOTEAEGLOT TOV KIVI|CEDV
T0VG Ko vo €dyovv Aoyikd cvpmepdopato (Montessori Child). Xvvenmg, to mapdv
moyyvior pmopel va aflomonbel g éva eEapeTikd epyarEio  O1LPOPOTOMUEVNG
SacKaAlG.

To Scrubble givai éva mayvidl dnpovpyiog AEEemv pe SOGUEVOL YPAUUATO TUYXOL0G
EMAOYNG. XTOYOG TOL T VIOOV €IVOL VAL GUYKEVIPMOGEL O TOIKTNG TN UEYOADTEPT
dvvat Babuoroyia oynuatiCovrag Aégeis. Ilpdopata to mapdv moryviol Emerta amd
eVéPYELEC TOV emoTnUOVIKOD @opéa tov Ymovpyeiov Ilawdeiog Bo evraybel oto
oyolko mepBdAiov ¢ epyoireio o v expadnomn g eEAAnvikng yAwooos. Ommg
avaeépel o Tpoedpog tov Kévipov EAnvikng I'udocag Kalaling «Ot véor culntovv
TIG VITOYNQLEG EMAOYEG AEEEMV AMOSEKTMOV GTO Toyvidl, 0 ddoKaAog emepufaivovog
pe dromeg mapatnphoels mov ogv Bvpilovv to pdOnpo TG YPOLUOTIKNAG, TOVG
KatevBuvel, avenaicOnto aALA ETOY®YIKA, TPOG TN GCLCCMOPELGT YPNOLUNG YVOCTS»
(Kabnuepwvr, 2019). Zuvenmg, to mapdv moaryvidl £xel TOALOTAL OQEAT OV Elvan
onNUavTIKA Yoo T ovyypovn EAAnvikn exkmaidevomn. Inpeliotémv, 1 ouvatodTnTo
TOWKIAOTPOTNG TPOTOMOINGNG TPOCPEPEL GTOV EKTMAOEVTIKO TNV guKoupic vo To
EVOOUOTMOGEL GTOVG EENTOUKEVIEVOVG OOOKTIKOVG GTOYOVS TTOV £XEL Y10, TOV EKAGTOTE
paont) tov. Ilopaderypotikd, £€vag omodoTikdg TPOmOS &ivor 1M emavainym
ovykekpluévng Oepatikng Aehoyiov 1 exkpdOnon opbBoypagiog emieypévov
Katnyoplov Aégewv. Télog, 10 eminedo dvokoAing pmopel va avéndel otadtoKd pe
YPNOT TOVIWOV TOV EUTEPLEXETAL 1|01 OTNV KAAGIKT EKOOYN TOV TOy VIS0V,

To Zkép 4 eivar éva kKhao ko maryvidl GOVIEST|G LaPKDV, TOV 0010V 0 GTOYOG Etvat
N GUVOECT] TOV TEGCAPMY HAPKDOV TOV 10100 YPOUOTOS OTN CEPA TPOKEYEVOL VOl
viknoelg tov avtinaio. To mAeovekTHHOTO TOV ALY VIS0 ovToD givorl apkeTd Kabmg
eEaoKel TN ONTIKOYWPIKN AVTIANYT TOV HoONTOV GALL KOl TOV TPOGOVOTOAIGHO GTO
Y®Po. IKovOTNTEC TOV CLYKEKPIUEVO GTOVG LOONTEG e EIOIKES EKTTOOEVTIKES OVALYKEG
elval dkpmg onuovtikég vo evioyvbodv. H tportonoinom kot evempdtmon tov okop 4
070 €101KO TAO{G10 LAOTOMONKE HEG® TNG YPNOMG EOIKE KATACKEVAGUEVOV KOAPTDV,
ol omoleg MeEPLElYOV CLYKEKPUEVEC EPMTNGCELS €lte emavaAnyng, eite eumédwong
ddakTikng evotntac. O padntmge KaAovtav vo amovincel opd ot EpMTNCELS, MOTE
va €xel T dvvatoTnTa vo piget v pdpka Tov. A&lo onpeimong eival 0Tt To TapOTAVED
oy vidl pumopet va viomomBel 1660 og dvadKd eminedo, 0G0 Kot og eminedo opddag.
Axopa Ba mpémet va avapepOet Ot £xel ypnopomoindel e emTuyia oe TPOYPAULATO
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TopEUPoconc otV ovAayvmon, Ommg 1 OVOYVOOTIKH OToK®OKOToinon diynemv
CUUPOVOV KOl POVNEVIOV.

To onuoeréc emutpaméllo Mavreye morwog, amotedel €EUPETIKO SOOKTIKO
epyoreio apov eEacKeiTaL 1) SLVATOTNTO TEPTLYPOAPTG TPOGMOTOL HECH CLYKEKPIULEVMV
EPMTNOE®V. AKOUA EVOL OPELOG TOL OVMOTEP® TOLY VIOV Eivart OTL Ol LOVO evicybETAL
N e€aymyn AOYIKOV GUUTEPUCUAT®V OALG Kot 1 avéAvon TAnpopopldv. H S1dakTikn
TOV TpomOmoinon Mmopel vo. TEAESTEL TOAAAMAGDG OE OVTIOTOUIOL HE TOLG
LoKPOTTPOcHESLLOVG 1) BPpoayvtpdGHeGLOVG GTOYOVS OV £xEL BEGEL O EKTOUOEVTIKOG Y10
toug padntég tov. Mo mapdderypa, €mTLYOG EEUPUOGTNKE YO TNV ETOVOANYT
IGTOPIKMY TPOCHTDV GE KEPAAOLO TTOL NTOV OPKETE SVGKOAN 1 ATOUVILOVELGT KO 1|
ouakpion awt®v. TEAOG, M OVIIKOTACTOON TOV TPOCHTOV omd AEEEC MTav
EMOIKOJOUNTIKN Y10 TNV EUTEIWCT YPOUUATIKAOV KAVOVOV Kol YAOCGIKNG EKPPOONC.

Ta emrpoamélio pe TapmAd OTMS TO PLOAKL, O YKPIVIAPNG N 1 TOLTOAN UTOPOVV Vi
AELTOVPYNOOVY MG EUMVELGN YO TN OMUIOLPYID EEOTOUIKEVUEVOV TOLYVIOUDY WE
TOKIAOVG ponotlakovg otdyovs. H gukola ypnong toug £yKeital otny omAotTnTo TV
Kavovov kot v eEokeimon Tov pobntav pe tov tpomo mon&ipatog, oAl Kol v
€0KOAN Onovpyia Tovg eite UE 1O10XEPO GYESUGUO, EITE HEC® ETOIUMV TPOTLITM®V
OV KUKAOPOPOVV GTO S1051KTVO.

Ta moyviowe pe kapteg eivol AKp®G AmodOTIKA Yoo TOLVG HaONTEG TOL
evtdooovtal otV Ewdikn Aymyn. Ewwotepa, péocom tov Kaptov Aappdvel yodpa n
OTTIKOTOINo™ TOV pHobnotakoy VAKoD aAAd Kol 1 cvvtopia amddoong cHvieT®mV
EVVOLDV YEYOVOC OV €VOPUOVICETOL OTIC £E0TOMUKEVIEVES EKTOLOEVTIKEG AVAYKES
avtov TV podntov. Emmpdcbeta, ta moyvidoww pe  kdpteg umopodv  va
xpPNoporomBovy yia woryvidlw avtaAloyng, OTov 0 HoBNTNG TPEMEL VoL LOVTEYEL TN
AEEN e doouévn TANpogopia, Eite va ddGEL TNV TANpoPopia pe faon ™ AEEn. Télog,
aVTOGYESO SNpovpyia Kaptdv mBel 68 ONTIKY VIEVOVUIGT] TANPOPOPLDV, EOIKA OV
00000V cg popen KAEWOONKNG.

5. Xvumépoopa

H epappoyn g pebodoroyiog tov Gamification ot oyoikn téén dnuovpyel
HIKPEG OAAaYEC aAAQ peydAdo amotedéopota.  Eumepiéyovtag ta otoyeio tng
TOLVIOOTTOINONG OTN O0OKTIKY EUTEPTN, Ol EKTOOEVTIKOT UTOPOVV VO TPOGPEPOVY
éva. gUYEPIOTO KO GULUUETOXKO KAIU, &vioydovtag Tovg HaONnTéG TOLg Kot
napovotalovog eEopetikd podnotakd omoteléopata. Onwg avagéper  Carnine et
al., (2004), ta moyyvidio. uTopovv vo YpNoIoTomnBoly gite MG GLUTANPOUATIKG 1)
EMKOVPIKE GTNV AMOKTNON KOl EVIGYLON GNUAVTIKOV OEE0THTOV.

Kotoinktwed, etvor onuoviikd vo unv  yiver mopdaPreyn tov  Oetikdv
OAMOTEAECUATOV TNG £VTAENG TOV At VIdo0 11 pobdnotoky| dwdikacio, wiaitepa yio
TOUG PHanTég pe e101kég exmadevtkég avaykes. H Ewdwr exmaidevon ypetdletor va
EVOOUOTMOGEL TOLYVIDIT YOPUKTNPIOTIKA AV ETBVUEL VO EMOVOPDGEL KATAAANAQ TOVG
LaONTéG TG Yol VoL avTamoKplBohV e EMTUYIN OTIG LEALOVTIKEG TPOKANGELG.
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